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STARTING UP 
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Xbox" Game Controls 

Lett trigger 



Left 
Thombstick 

BACK button 
START button 

Directional 
pad 




Right trigger 



Y button 
B button 
X button 
A button 
Black button 
White Button 
Right 
Thumbstick 



Quick Start ^B 

Select this option when you wont to start a match quickly. You can skip the environment 
and player settings and proceed straight to the action. 



PI Quick Start 

Start a player-versus-computer match 

P2 Quick Start 

Start a ptayer-versus-player match 



Starting a Match 

The steps are the same for 1-Player Quick 

Start arid 2 -Player Quick Start. 



1. Team Select Choose the teams for the match 

2. Strip Select Choose the kit for the teams 

3. Setup Choose sellings far the match Apart from Ihe entrance scene 

option, these settings can be changed during play. 
Formation Settings Choose your formation, players, and strategy. 
Entrance Scene Choose whether or not to view the opening scenes. 
Player Sortings Select controller and change cursor settings. 
Button Configuration Change button assignments on your controller. 
Sound Settings Change Ihe sound settings 

4. Match Start Select this once you ore reody to start the match. 



kl 
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Starting Up 




LW 



Select this option to quickly and easily choose o formation 
Select Ton-nation Settings" from the Setup screen or the Pause 
menu and choose 'Quick Setting" Selecting an option from this 
screen will automatically set the formation to one of ihe 
following types 



Balanced 

The learn balances attacking ond defensive ploy. 

Defense Only 

The learn focuses on defensive ploy Useful when you want to 

avoid conceding goals 



AH Attack 

The team favors attacking play over defense A good option for 
when you are behind or in any other situation where you realfy 
need a goal 

Counter Attack 

The team will focus on scoring off defense using 

counterattacks; Effective when you ore up against a tough 

opponent 



Side Attack 

The team focuses on ottocks down Ihe wings A good choice 

for formations featuring players out wide 

Center Attack ^^ 

The team ottocks through the center of the defense Effective 

when the opponent Is relatively weak up the middle. 

Forwards Pressure ^^ 

The team's forwards play aggressively up field in an attempt lo 
win Ihe bafl from the defense. A quick attack after winning the 
boll offers o good chance for a gool 
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The Rules of Play 
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ss are Ihe same as in the real game of soccer, 
field Terminology 




) Field 

(tho pitch and surrounding area) 

2 Center drele 

3 Touch line 

Goal line (End line) 
S Goal area 
s Goal 

Comer area 
B Pitch 

Penalty area 



_ 



Match Time 

The playing lime for each match can be set lo 5. 10. 15. 20. 25 or 30 minutes 

can be changed In Ihe General Settings In each game mode 



Extra Time 

olden goal/silver goal extra time ond penalty shootouls are available depending on the 
ame Mode. It is possible to enable/disable extra time, golden goal/silver goal extra 
time, ond penalty shoolouts for Exhibition Matches 

Extra Time Rules 

Golden Goal: The learn that scores first in extra tirno Is the winner, no mailer how 

much time remains 
r Goal: Play continues lo the end of each lS-mlnuie Mali (first oi second halfl. 

If one team has more goals at the end ol the hall, they ore declared 

the winner and the game ends 



' Cards and Red Cards 

Upon committing a foul, a player may be shown a yellow or 
red card by the referee If a playei is shown a red card, he 
must Immediately leave the game If a player Is shown two 
yellow cards in ihe some match, he automatically receives a 
red card ond is sent oH. Players who receive o certain 
number ol yellow cords aver the course of a tournomenl, or 
a red card, must sit out the next match 
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Basic Rules 



Offside 

II. at Hie moment a pass is mode, the receiving loammale is 
upfield of the ball and has less than Iwo opposing players 
between himself and the opponent's goal line, that player is 
declared offside A free kick Is then awarded to the defending 
team 

Maximum number of substitutions 
For Exhibition matches, you can select from three to seven 
substitute players for a match For Cup matches and league 
matches, the maximum number of players that you con change 
will be three. In the Master league, you may have three 
substitutes for regular matches, but for preseason matches, the 
maximum is seven B^ 





light Injury 



Out of Play 

"Out of ploy" refers to limes when the game is stopped lor come 

kicks, free kicks, goal kicks and penalty kicks. 



Injuries j^^ 

You can change the settings so that players con be ln|ured wher 
they are tackled Players can suffer both light and heavy injuries 
indicated by the yellow or red cross Icons that appear on the 
screen, lightly in|ured players can continue to play, but thei- 
performance will be considerably hampered. Heavily injures: 
players are no longer capable ol playing and must Immedlaleh 
leave the pilch. In league matches. Cup matches, and the Moster 
league, injuries require a number of matches before they heal. A 
player who has recently recovered from a light or heavy injury is 
marked with the 'recovering icon" The performance of recovcrino 
players Is less restricted than that of Hghlty injured players. 



Heavy Injury 







Recovering 



Forfeited Game 

If the number of players on a team foils below seven before or 
during a match, the match is declared forfeit and the team 
officially loses by a score of 0-3 
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Basic Rules 



Attack! Bask Attacking Controls 



V 

Switch between 
players 

Pla 
Me 

Pa 

Pie 
Mc 



1 



Player 
Movement 



3US« 



Player 

Movement 




Dash 



Through boll 
Cross/Long pass 
Shoot 
Short pass 
Special Controls 
Strategy 
Manual Poss 




Dribbling 



Dribble: Press the directional button when 
the ball is 01 your leel 

Jump: When an opponent executes o stdng 
tackle, press the Black button 

> the Bol ft): Release the directional pad 
I press the Right trigger to stop the ball's 
ent when dnbbtng. 
the Bol (2): Release the directional 
pod and press the Black button to have the 
player stop the ball with his body positioned 
between the boll and the opponenrs goal 
Maintain bol control: When the bol Is at 
your feel, hold down the Block button and 
move in the desired direction 



SendBoi Forwards 

When the player has slopped with Ihe boll 

al his feet, press Ihe left trigger and Right 

trigger together. 

Chonging Pace while Dribbling 

Dash Dribble. Press the Right trigger whOo 

dribbling 

Extend Time Between Boil Touches 

WhUe pressing the Right trigger during a 

dribble, piess the directional pad two or 

three times. Or. you con repeatedly press 

the Bghl trigger while dribbling 

High-speed dribble: Press the Block button 

while dribbling This technique is slower 

than the dash dribble, but allows for better 

ball conhol 

Slow Oribbk*: Release the directional pad 

while dribbling to have the player dribble 

slowly 



I 
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Game Controls 



Attacking 
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Game Controls 



Attacking 
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Passing 



Short Passes 
Short pass 

Press the A burton to make a short pass, using 
rbo directional pad (o aim Holding down the 
A button while aiming with the directional pad 
sends the pass to a more distant player. 

Heal pass 

Push the directional pod in the opposite direction 
than the player Is facing and then press the 
A button to have him execute a heel pass 

Direct short pass 

Press the A button Immediately before 
trapping the ball to execute a direct short 
pass m the direction the directlonol pod Is 
being held. 

Long Passes 
Long pass 

Press the B button to send a pass in the 
direction that the directional pad is being held. 
The length of the pass depends on the length 
ol lime the B button is held. 

Quick long pass 

Press the B button just before trapping the ball 
to moke a long pass, using the directional pod 
to aim You con Increase the distance ot the 
pass by holding down the B button longer. 

Change sides 

Send a long pass to the opposite wing by 
holding the directional pad in ihe desired 
direction and pressing the B burton. The length 
ot the pass depends on the length ol time the 
B button is held 

Through Balls 

Through Dal 

Press the Y button to send a through boll 

through Ihe defense, using the directional pad 

to aim the pass By holding down the 

Y button and aiming with the directional pod. 

you can send Ihe pass to a player farther away 



Direct through ball 

Press Ihe Y button immediately belot,- 

Iropping Ihe boll to send a through ball In the 

direction that the directional pad ts bene 

pressed 

Fly Thru pass 

Wnte holding the Left trigger, press the Y button 
to send o chipped through boil in the direction 
that the directional pod is being pressed. 

One-Two Passes 
One-two pass 

Hold down Ihe Left trigger and press ft*. 
A button to make a short pass, pressing the 
Y button immediately before your teommak 
receives the ball to execute a return pass. 

One-two pass in the air 

Press the A button while holding down th- 
ief! trigger to execute a short pass, and thc- 
press the B button immedtotety before th- 
player traps the ball to execute a return pass 

Pass and go 

Press the Black button immediately afte-' 
passing the ball lo make the player who 
passed ihe boll sprint forward, 

Manual Passes ^^ 

Manual pass 

Push the Right Ihumbstlck in Ihe desire-.' 
direction and then dk* the Right thumbstick t< 
execute lt>e pass The strength ol the pass r 
determined by how long the the Rlgh: 
thumbstick is clicked in. 

Manual long pass: 

While holding down the Left trigger, push tt»- 
righl thumbstick in Ihe desired direction and 
then dick the Right thumbstick lo execute t* 
poss. The strength of the pass is determined bv 
how long Ihe the Right thumbstick is clicked ir 



Crosses 
Far Side Cross 

When the player with the baH is deep in the 
opponent's half, press the B button while 
aiming with the directional pad to send a 
pass to the for wing When there are two or 
more players in the direction of the pass, the 
ball will be crossed to the farthest player, 

Short Cross 

When the player with the ball is deep in ihe 
opponents half, press the B button twice 
while oimlng with the directional pod. When 
there are two or more players in the 
direction of the pass. Ihe ball will be sent to 
the nearest player. 

Cross along the Ground 

When the player with the bal is deep in the 
opponent's half, press the 8 button three 
times whte aiming with the directionol pad. 

iBaR 
ss the Block button while making o cross 
to loft the boll high into Ihe 0*. 

Early Cross 

Press the B button together with Ihe left 
trigger and directionol pad to cross the boll 
any position, not |ust when In the 
opponent's half 

Shooting 
Shoot 

Press Ihe X button to shoot at Ihe goal. 
Holding down the button increases the 
height ol Ihe shot. You can also change the 
angle of the shot by using the directional 
pad when the gauge is displayed. 

Direct Shot 

H you time It right and press the X button 
|ust before trapping the ball, you can. 
deperxSng on the circumstances. Sre a 
header or volley at the goal. 

Chip Shots 

Chip Shot 

You can chip a shot over the keeper's heod 

by holding down the left trigger and 

pressing the X button 



CMpShot2 

You can kick a tow chip shot by pressing the 
X button and Ihen pressing Ihe Right trigger 
while the gouge is displayed 

Feints 

Step over dummy 1: Press Ihe Right 

thumbstick twice in the direction of 

movement 

Stop over dummy 2: Press Ihe left trigger 

twice 

Stop over dummy 3: Press the Black button 

twice. 

Kick feint 1: Press the ISght thumbstick twice 

in Ihe direction ol movement. 

Kick hint 2: Press the X button, and while 

the gouge Is being displayed, press the A 

button to execute a kick feint. For best 

results, press the X and A buttons at nearly 

the some time 

Kick feint 3: Press Ihe B button, and while 

the gauge is being displayed, press Ihe 

A button 

Kkk feint 4: Go through Ihe motions for a 

cross, and |ust before Ihe boU is kicked. 

press the A button. 

BodyFekitl 

Quickly press the directional pad in both 
diagonal directions immediately to the left 
and right of the direction of Ihe run, 

Body Feint 2 

When stopped with the boU. quickly tap the 
directional pod twice to the player with the 
ball's left or right side 

Through feint 

Just before the ball a trapped, press and 
hold the Right trigger without pressing the 
directional pad to step over the bad and 
allow it to continue lo onolher player. 

Special Techniques 

Mo rt t» n Turn 

Rotate Ihe Right thumbstick while dribbling. 

The rjrectlon you rotate the Righl thumbstick 

determines trie direction of the turn 

UttrheBal 

Push the Right thumbstick down and then up. 



[ 
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Game Controls I Defending 
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Defend! Bask Defense Controls 



Switch between 
players 



Player 
Movement 



Pause 

Player 
Movement! 



Defense 





Goalkeeper 



Dash 



(hold down) 
Goalkeeper Charge 
Sliding tackle 
Clearance/Pressure 2 
Apply pressure 
Special Controls 
Strategy 




H 




Prpss in? ^^ 

Applying pressure 

Press the A button when an opponent is in possession ot the 
bod lo move closer to the ball or to extend a leg for a tackle 
Use this togetlicr wrth the Right tngger to dash towards the baH 
Pressure 2: Press the x button when an opponent is in 
possession ol Ihe ball to hove the teommale closest to the ball 
Inot counting the player you ate controlling! pressure the player 
with Ihe ball B^ 

Sliding tackle 

Sliding tocMe; Use the directional pad when on opponent is In 
possession of Ihe ball to move closer to the baH. and then 
press the B button to execute a sliding tackle 

Clearance 

Clearance 

When the ball is in your own ho*, press the X button to clear 

the ball The direction the boll is deored vanes depending on 

the circumstances 



Moving Ihe goalkeeper out of the goatmoulh: Press Ihe 
Y button when an opposing player has possession of the ball 
lo moke Ihe goalkeeper sprini towards the boB. 

Moving the Keeper 

Hold down Ihe Y button and press the left trigger lo hove the 
player cursor appear over the keeper. You can Ihen use Ihe 
directional pad to move the keeper. (This is only available when 
Ihe 'GK Cursor* setting is activaled I 



Feeds 
Drop Kick 

Press the B button or X button to boot a drop kick up field. 
Use the directional pad lo aim the kick 




Throw 

When the keeper Is holding the ball, press the Abufton to throw it to a leammate. using the 

directorial pad to aim 



Drop the Ball 

Dropping the BoH 

When the keeper Is holding the ball, press the Right trigger to have him dtop II at his teet 



'% 



Common Controb Attack/Defense 
Dash 

Press the Right trigger while running. 

Super Cancel 

Press the Righl trigger and Block button while a player is chasing after the ball to force the player 

to stop. 

When ball is in the air 

When Ihe ba« is m the air . press Ihe Block button + Ihe directional pod lo control the player 
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Change Player 

Press the Lett trigger to switch the player cursor to the player closest to the ball. 

Switching between players: Press the left trigger 

Activate/cancel strategies (when in Manual Mode) 
While button + B burton Activate/cancel strategies set for the B button. 
While button ♦ A button' Acttvote/concel strategies set tor the A button, 
While button + Y button: Activate/cancel strategies set lor the Y button 
White button + X button: Activate/cancel strategies set tor the X button. 

Activate/cancel strategies (when In Semi-Auto Model: Press the While button. 



Attack/Defense Level 

Press the White button and Right trigger together to increase attock-mindedness. 
Press the White button and left trigger together to Increase defense-mindedness. 

Controls for Fixed Cursor Setting 

Colling tor the Bo* 

When a teammate has the ball, press the Black button to call for a pass, The more you press 

the button, the stronger your appeal 

Moving the Player Camera 

When your player is not carrying the bal. you can press and hold the Left trigger to move the 
camera around the pilch with the directional pad. You can select player camera by spending 
rtie WEN you hove acquired at the WE Shop 

Note: Please see the Controls seclion of the Training Mode to review the control system 



Set-Pieces 





Comers 

Taking a Comer 

Press the B burton to kick a corner. Hold the B button dawn to increase 

the cbtance of the kick The path of the boll can be controlled with the 

following commands. 

Low Cross: Up directional pod or Right trigger + B button 
High Cross: Block button + B button 
Along mo Ground: Down on directional pad + B button 
Curt: left or right on the directional pod + B button 

Short Comer 

Press the A button when taking a comer to send a short pass to the nearest teammate. 

Free Kicks (Passing) 

Short Pass 

Choose a direction with the drectlonal pod then press the A button to 

make a short pass. 

Long Pass 

Choose a direction with the directional pad then press the B button to 

make o long pass. Hold the B button down to increase the distance of the kick The path of the 

ball can be controlled with the following commands. 

Low Bal: Up on the directional pod or Right trigger ♦ B button 

High Bal: Black button + B button 

Along the Ground: Down on the directional pad ♦ B button 

Curl: left or right on the directional pad + B button 

Through Bal 

Press the Y button when taking a free kick to send a bal through the defense Use the directional 

pad to aim the pass. 

Free Kicks (Shooting) 

Shooting 

Press the X button to take a shot. The height of the shot can be od|usted depending on the length 

of the gauge Also, the path of the ball can be controlled with the following commonds, 

Hardshot Up on the directional pad * X button 

Weak shot: Down on the directional pad + X button 

SBghtty hard shot: Right trigger + X button 

SUghtty woe* shot: Black button + X button 

Bend the shot: Push left or right on the directional pod 
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Set-Pieces 

Free Kicks with Two Havers 

Changing number of kickers 

When the Name Ponel is showing over the player icon, you choose whether to have one 

two players stand close to the ball by pressing down the Left ihumbshck. You con position 

the second kicker, who is closest to trie boH, to the right or left ol the ball 

Using the second kicker 

Hold down the Left trigger whie passing or shooting to hove the second kicker perform 

the action 

Rolling me bo! forward wHh the second kicker 

Click In the Right thumbstick to have Ihe second kicker rofl the ball forward Distance depends 
on Ihe length ol time the Right thumbstick Is clcked la The first kicker, who is the 
farthest from the ball, wil run towards Ihe ball. 

Free kick wall 

Free kick wall 

When Ihe opposing team is executing a free kick Qust as the kicker is approaching the ball. 

press and hold Ihe following buttons to control Ihe players In Ihe defensive wad 

Controls 

X button: Everyone lumps. ^^ 

A button: No one iumps. 

B button: One or two players break from the woS Those that remain in the wall lump 

B button + A button: One or two players break from the wall Those thot 

remain in Ihe wall do not jump 

No buttons pressed: Some players lump and some do not lump. 

Free Kick Keeper Controls ^tw 

Moving Towards the Wall 

When the opposing team Is laking a free kick hold down Ihe Y button to have your keeper 

move towards his own defensive wall. 



Set-Pieces 

Throw-Ins 

Short Throw-In 

Press the A button from a throw-In position to pass to the nearest 

teammate In Ihe direction Ihe thrower is facing 

Long Throw -to 

Press the 8 button to make o long throw-In In the direction the thrower 

is facing. 

Lead Throw-In 

Press the Y button to pass the baH Into space ohead of a teammate 

Kicks/Penalty Shoot-Outs 
the kicker and the keeper choose one of six different directions. 

Using tho directional button 

Press down and led or right at the same time on the directional pad 

to shoot or dive towards the tower left or lower right 

Press the X button to kick the boil in ihe direction the directional 
is being held. 

Try to guess the location ol the shot before it is kicked and 
down Ihe directional pad hi the appropriate direction 

Replays 

Ptoy: 8 button 

Play (when paused): directional pod * 

Reverse ptoy (when paused): directional pad 4)1 

Fast ptoy /Reverse ptoy: Right thumbstick ♦/Right thumbstick 4)1 

Pause: Y button 

Fast forward: B button + directional pod ♦ 

Rewind: B button + directional pad 4)1 

Advance frame: Y button + cSrectional pod * 

Rewind frame: Y button +■ directional pod ♦ 

Beginning of replay: Y button ♦ While button 

End of replay: A button + Block button 

Change view: A button/left thumbstick 

Save: X button 

Controls display ON/OFF: Click in the Left Ihumbstick 

End replay: START button 

Rotate camera: Left trigger/Right trigger 

Switch players: While/Black buttons 

Zoom in: directional pod # 

Zoom out: directional pad • 




□ □□ 

□ □□ 
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When a mode is selected, a Setup Screen is displayed. Use the directional pod to select 
options, the A button to enter the selection and the B button to cancel 



Player Selection 



7 



HHB 



1 You play the game. 

2 The game is played with computer (COM) support. 

3 The octuol game is played by the computer, but you set up 
and execute team formation and strategy. Player settings can 
be changed before the game starts. Cooperative play is 
possible in league Mode, but it is not possible for players to 
compete ogalnst each other The same applies for Cup 
matches played in 1-ptoyer mode Sellings ore saved in the 
Option fiie Player Settings for multi-player games In Cup 
Mode are only valid for the game in progress and cannot be 
saved. 



Cursor Chang* Spe«d 

Sets how quickly Ihe player cursor displayed above players' heads during matches 

switches from one player to another. 

Fixed The cursor Is fixed on one player 

Manual: The user controls the switching of Ihe cursor 

Somi-auto: There are 8 speeds to choose from, from | (slow) to |||||||| (tost). The user can 
also switch manually between players, even in semi-oulo mode. 

Goalkeeper Cursor 

Sets whether or not ihe player cursor displayed above players' heods during matches 

can switch to the goalkeeper 

| Of* Pressing the Y button ond left trigger together will switch the cursor to the 

goalkeeper during defense ^"^_ 

| OFF: The cursor cannol be switched to the goalkeeper. 



Cursor Name Display 

Set the player cursor name display to *Oefault*. "<1>". "Player Name" or "load". 

Setup steps: 

1. Press the Y button to enable setting of ihe cursor display. 

2. Press the lett/righl directional pad to select Ihe display type. 

3. Press the Y button or the 8 button to finish setting the cursor display 

Default: Display the player's number 11-8). 

<1>: Display the name entered under "Cursor Name* m the Options Screen. 

Player Name: Display Ihe player's name. 

Team Selection 

Select the learn that is lo lake part in ihe match. Use the A button te- 
enier the selection, the B button to go bock ond the X button i 
select the teams randomly. In Cup Mode and league Mode, the 
Y button resets all teams 




Pause 

Pause menu (during match) 




Rosumo Matah 

End pause and continue the match. 

Formation Settings 

See Formation Settings section IP 201 

Stock Currant Formation 

See the Stock Current Formation (league 

Mode. Master league Mode) section (P 231. 

SotOCt Kickor (Thrower) 

Choose your kickers and throwers 

Click in the left thumbstick on the tree kick 

screen lo have two kickers line up beside Ihe 

ball. You can assign one player to stand close 

lo the ball ond one lo stand farther away. For 

Instructions on how lo lake a free kick, see the 

Controls. Set-Pieces section IP. 131. 

Chang* Player 

Substitute players (Each match has o limit 

on the number of substitutions that can 

be mode) 




iuse 

3use menu I 
Options are the same as during a match 

Formation 

Press the START button at the Formation 
Settings screen to control the reserve 
players Up to eleven of your reserve players 
can participate in Ihe training. Select the 
Change Player option for Ihe reserves, select 
the player you wish to add or remove from 
the training session, and press Ihe A button 



Player Settings 

See Player Settings section IP 16) 

Camera Typo 

Ad|ust Ihe angle of the camera In front ol 

the goal (Camera Pan Anglo) and select 

camera type 

Tailing Comoro: Chooso tho target Ihe camera 

will follow (Normally, the camera follows the 

ball but you can also set II lo loHow player 

cursors such as PI. etel 

Screen Settings 

Ad|ust Ihe on-screen displays, including Ihe 

radar screen, name plates, lloaml attack ond 

defense-mindedness. clock, score, and 

strategy Indicator. 

Sound Suitings 

Ad|ust sound sellings ond volume 

Button Configuration 

Change the In -game button assignments and 

pass settings. 

Command Lis 

View a summary ol the in-game controls lUse 

tho left and Right triggers lo switch between 

attack, defense and other cotegoriesj 

Replay 

Watch the previous play ogam 

Mode Select Menu 

Quit the match and return lo Ihe Mode Select 

screen 



to confirm. You can also change 
formation and strategy settings When you 
wish to replace one of your starling eleven 
with a reserve player, select Ihe Substitution 
> Replace option for Ihe starting eleven 
Scroll down Ihe list lo find Ihe substitute 
players, and substitute them In as you would 
during a match. 
Training Menu 

Here you can choose normal training, or 
practice taking shots, free kicks, and comers 
from the left or right. 
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Game Menus 
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Game Setup 



General Settings 

Change various settings such as difficulty. 

fouls and offsides 

Rest 

Restore energy expending in training 



Mode Select Menu 

End training and go to the mode select 

screen. 



Results 

Match results 

View the details of the match and individual performances. 

Match Details 

View the statistics from the match Press the Left trigger 

and Right tngger to page through the screens. 

Match Records See number of shots, fouls, etc 

History View significant events as they happened over lime. 

Goals View the goals and the scorers for each time. 

Cords Check the cards issued to each team. 

Ball Possession View time and zone possession, and areas of play. 

Shot Details See when, how and where shots were made 

Substitutions View the substitutions mode throughout the match 



II is possible to change a wide range of parameters before 
matches start. Select the Item to alter with up/down on the 
directional pad. Alter the sellings with left/right on the 
directional pod. and then enter the new settings with the 
A button Use the B button to cancel the selection. The 
formations and strategies that are normally used ore used as 
Ihe starting settings. Edited formolion/strategy data lhat has 
been stocked using the Stock option from Formotion Setup will 
be automatically loaded when the Formation Screen Is 
accessed. 

Formation Setup 

Formation and Strategy Settings 

The team formation can be altered even while a match is in progress by pressing the 

START button to display the Pause Screen. 




Individual Results 

Individual Match Records (list) 

Shows time ployed and goals scored for all players rn the match 

Select a player to see more details 

Rating ^^. 

Assigns a rating out of ten to players who appeared in the game for 

more than a set period of time 

individual Match Records (Details) 

view ihe details of each player's performance during the match 

Area of Play Shows where the player was octrre on Ihe field 

Area played to Shows where on the field Ihe player hod possession 

of the ball. 

Area of Possession Shows where on the Field Ihe player had conlac 

wilh the ball 



Posses Between Players 

Press the A butlon on the Individual Match Records IDetollsl screen to see a summary of Ihe 

number of passes exchanged with each of the other players. 
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Oiwoll rtonnlti and condition 
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If you have accumulated fatigue switched on In the Master league / 
or Cup Mode settings, the fatigue level indicator will also be displayed. 



[ 
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1 



Substitutions 





Cooperalton 

Displays 



Select the player you wish lo substitute and the player you wish lo 
send on with the A button. When you make a substitution during a 
game, the new player will enter the game the next time the ball 
goes into louch Players that have been sent off with a red card are 
listed wllh their names greyed out and cannot be selected Press 
the Black or White to switch between parameters The Y button 
switches between the diHerenl Cooperation Displays 



After selecling one player, fhe 
players that ore a suitable match 
for a substitution are highlighted. 




Cooperation 
lines 



Formation Settings 

Choose your basic formation and match strategy here. 

Formation 

Choose your bask formation and match strategy here 

Change ^^ 

Default: Revert to the formation originally used by the team. 
Formations.' Select o formation lo use from the list 



WH Position 

Select a position for each of Ihe players Posillons must be within rhe maximum and 

kmils shown in Ihe table 



Max 5 6 -4 


Mh 2 Z 1 



Select Role 


Choose a role for eoch player 


a 


Center (onwrd 


v# 


Vonglonwrd 


AM" 


Attacking mKJMder 


SAW 


Sido mtatalder 


CMF 


OnUKmldWdff 


OMf 


OetansxemldMdw 


SB 


Sid* bock 


a 


Cenlorback 


OK 


Goalkwpw 



minimum 



Mm to xa so* tan a pamen •> tn>« <* *» m*xmf\ god 

M-tA*td« Cttimg <wnw#i up t*M 
ttkxfofeanitwtMngL 

BatOOCH plCJf MttWMft flflUCll>*U OfttJ OhMM WHpOnflrfi**". 

»*ji» Don in o a**r*~ tote Can obo tou"Ch oaod& 
Dafantf* r* twos «*-ta> mom -* tm «dn to parto-p** *i oflaJa 
ttapt anacAs in k«n of hii c«n goal 
BrxVi than ond proKch fh» goat 



Match Team 

Attack/Defense 

Displayed under each player's nameplate during a match. There are five levels of settings. 
The option enables you lo raise or tower Ihe whole team's attack mindedness and defense 
mindedness You can select from between four types: Manual (While button + Right trigger 
OR Left trigger), auto-defense, normal and auto-attack. 

About Arrack and Defense 

If you increase the attacking level dunng an attack, the defense will be more likely to push up 

and torn in. On the other hand, lowering the level will keep the defense back lo better deal 

wilh any counter-attacks. 

If you increase the level when defending, ihe defenders will become more aggressive in 

pushing to win the boll, and Ihe attackers' passing options will be reduced lowering the level 

will cause the defenders to fall back to defend the goal In numbers. 

When you push Ihe level to its maximum range. Ihe entire learn will attack or delend 

regardless of individual attock-mlndedness settings. 

Defense System 

Choose your defensive strategy 

Normal - If a defensive player does not have individual mark settings. Ihe player will mark on 

opposition player lhat enlers his own zone. 

Sweeper - A system where one player is kept as a 'spare* whHe other plovers mark t 

opposition players. The sweeper must be selected. In this system, when a player is 

designated as the sweeper, you will be unable to change his mark settings. 

line Defense - The back defensive line moves as a unit to preserve its formation. When 

this option is selected, you cannot change the mark settings. 



'" 



Team Strategy 

Select team strategies These sellings may oteo have an effect on other strategy settings 

Bock Ine - Moving the back line lorward couses Ihe defense to play further forward. 

Zone press - This setting causes multiple defenders lo approach Ihe opponent ball carrier 

Offside trap - The defensive line will move forward and play Ihe offside trap. 

Counter attack - No matter where Ihe ball is. one player will play well forward in an attacking 

position. 

There are 3 types of levels In which Ihe selected strategy can be controlled 
A: The strategy will be actively pursued, but the players wiH lire quickly 
B: The strategy will be pursued at a normal level. 
C: The slralegy will not be pursued very octrvdy, but the players will lire stowty. 

The frequency wilh which a strategy is pursued can be ad|usted to three levels: A. B and I 

Quick Set-Up 

The attack/defense levels, defensive system and team strategy can oil be adjusted on this 
one screen, 
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Setting Strategy 




A maximum of four settings con be sel There are two Slrategy I 
Semi-Auto and Manual In Semi- Auto Mode, one of the four strategies Is 
executed by the player, and the other three are executed automatically. 
The strategies are executed by pressing the White button In Manual 
Mode, the player executes ol four strategies. A strategy is assigned to 
each ol the B. A. Y and X buttons, ond these strategies ore executed 
Individually during matches by pressing the relevant button together with 
the White button. The names of the strategies are not displayed during 
matches, so you wMI have to remember which slrategy is assigned to 
which button All four strategies can be executed at the some time 

Formation A/B 

When the Formation A/B has been selected, you can od|ust the settings here 

Copy to "A" / "B" 

Copy the current settings to the Foimotion A/B settings 



Individual Settings 



You can issue specific instructions to individual players Select 
the player to change his settings. 

Attack-mindedness 

Ad|usl how the player acts during an attack. Use the 
directional button to change the level of attack-mindedness in 
a certain direction, and press the A button to confirm. Attack- 
mindedness con be increased In a maximum of two 
directions. When you have finished od|usting the settings. 
press the A button to confirm. 

Defense-mindodness 

Ad|usl how active the player Is in participating In defense. 

You can sel this to High. Normal or Low 

Mark Settings 

Change the marking settings for each player. This option is unavailable when 
system is set to line. 

Covering Do not mark any particular player. Cover space left exposed by teammates 

ZonoMark Morkattockers that enlero specific area. Break off the mark when they move away 

Man-to-man Mark a specified player. After inoTcottng the player to be marked, you can set the 
marking to Normal (mark only when deforceor Aggressive laKvays mark ptayerl 

Edtt Position 

You can moke the same changes as wilh the 
Sel Position option on the Formation screen- 
Select Role 

You can moke the same changes as with the 
Select Rote option on the Formation screen 
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cer/Captain 

Select Kicker 

Select player to take free kicks (short/long), comers Iteft/righll, and penalties Press down the 

Left thumbsttck on the free kick screen to have two kickers One up behind the ball 



? PK 



P.K.: Penolty kick 
at Comer KKk I: left comor R: Right corner 



Select Captain 

Assign Ihe ployer to serve as captain 



Captain 







Quick Settings 

Please see Quick Formation Ip 041 
Stock 

You can save and lood up to ten sets of formation ond strategy settings To use or update the 
data loaded for each of the home ond away teams, select the Stock option from the menu. 
Press the A button to copy dota. and press the A button again to paste It Into a new location 
Using this function, you can save the Current Settings by copying data from the Current Settings 
location and posting it in Ihe place chosen wilh Ihe Select location option. Likewise, by posting 
dala into Ihe Current Settings location, you con load previously saved data You can copy and 
paste data to and from any of the ten do! a slots. You con restore settings to their original values 
by copying Ihe Default Dala and pasting it into the Current Settings location 




Dota currently being used 
Saved data 




Default data 



Save Save oil ten sets of stocked data to the Xbox hard disk or Xbox memory unit 
Load load formation data into stock from the Xbox haid disk or Xbox memory unit 

r from Opponent Copy opponent's stock dala into your own stock 
Switch Switch stock data with opponent. When Ihe opponent is not COM. you must wait for 

r opponent's response. 

r All Delete an data in stock. 

Nolo Only one team can toad or save at the same lime 



|— 



Stock 

Stock current formation (leogue Mode. Master league Mode) 

Gome dolo from Master Leogue ond Leogue ptay B stocked as Formation Currently in 

Use Unite Formation Copy in *e Formation Settings secfton. the content is stored os is 

ivoti Ihe leoguo Data When you load previously saved League Data, your stocked 

tarnation data wdl be outotooded along with it 

Entrance Scene 

Seted whether or not to view the Entrance scenes before the match 



[ 
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Match Mode 

Exhibition Match / Quick Start / Penalty Shootout 
This mode allows you to choose your favorite teams for a 
single match competition. You can choose from 57 national 
learns and 136 club learns with the left and Right triggers for 
an exhibition match, li's also possible lo have a national 
learn play ogainsl a club team By selecting Ihe Master 
League Icon of Ihe bottom tight ol the club learn screen, you 
can put your own Master League teams into the match For 
a penalty shootout you must decide the kicking order after 
you select from the 57 nationol ond 136 club learns 

PI Quick Start 

A player-versus-computer malch. Go straight to match selup after choosing your teams, 
(skip player and general settings) 

P2 Quick Start 

A player-versus-player malch Go straight to malch selup after choosing your teams. 

(skip player and general sellings) 

Master Usogue Special Toom Matches 

Master League Special Team versus Master League Special Team 

Load ihe home side Master League Special Team followed by the away side Master 

League Special Team. 

Master League Special Team versus Existing Team ^^ 

load Ihe home side Master League Special Team 



Existing Team versus Master league Special Team 
load the away side Master league Special Team. 
"You con load other Master league data besides your Master league Special 



Team 



Your Master League Special Team 
Master League Special Team dola contains only information about your own team in the 
Master league, without the league information itself. You can save this data at any time 
in Master League mode 

Difference between Master League Special Team data and Master League data 
Master League Special Team data contains both team member information and team 
parameters at the point when you created the save. On the other hand, Master leogue 
data contains only team member information from the lime of Ihe save. The parameters 
will be the same as those for other existing teams las set up in Edit Model. 



League Mode 

Playing wtth Friends 

You con play with up to 20 other people in the International league. You have control over 

which teams take part 

Changing me League Name 

You can change the league name as you wish under "Change League Nome" in Edit mode 

(This Is Ihe same as 'Change league Name" in Ihe Master League.) 

(National Leagues (Club Teams) 

• Common Leogue Rules 

• Double round robin home ond away matches 
Iplay Ihe same team twfcel. 

• Full seasons only. 

• 18 registered players 
• No limitations on foreign players 

• 11 starting players and 7 reserves on the bench. 

• Maximum of 3 substitutions per match. 

• Two yellow cards in one malch results in a sending-off 

• No extra time or penalty shoolouts. 






Italia : "Serie A" 
League Rules 
Cumulative Cautions 



Red Card ^^^^^ 

German League 
League Rules 
Cumulative Cautions 

Red Card ^^^^ 

Holland : "Eredrvisie" 
Leogue Rules 
Cumulative Cautions 



Red Cord 



Total ol 20 teams. 38 matches 
Players who accumulate four yellow cards are banned 
from play in the next malch. The number of yellow 
cards resulting in a ban Ihen falls to three, two and 
finally one before reluming bock lo four again. 
Ban from the next match. 



Total of 18 teams. 34 matches 

Players who accumulate three yellow cards are 

banned from appearing In Ihe next match 

Ban from Ihe next match. 



Total of 18 teams, 34 matches 

Players who accumulate four yellow cards are 

banned from appearing in Ihe next match The next 

two yellow cards, and any subsequent single yellow 

card, will Incur a ban from the next malch. 

Ban from Ihe next match 
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French League 
Leogue Rules 

Cumulative Cautions 

Rod Card 



Total o( 20 teams. 38 matches 
Players who accumulate three yellow cards are 
banned from appearing in the next match 
Ban from the next match 





Spain : liga Espartota" 

League Rules Total of 20 teams. 38 matches 

Cumulative Coutions Players who accumulate five yellow cards are 

banned from appearing In the next match. 
Red Card Ban from the next match. 



English League 
Loogue Rules 

Cumulative Coutions 




Red Card 



Total of 20 teams. 38 matches 

Players accumulating five or eight yellow cards 

are banned from the next match, or the next 

three matches If they accumulate 12 yellow 

cords. 

Ban from the next three matches Receiving two 

yellow cards in one match also results in a ban 

from Ihe match after next 




The International League 

• Common league Rules 

• Participating teams can be freely picked from Ihe nallonol or club teams 

• Maximum of 20 teams / 20 users 

• A half season Is played as a single round robin A full season Is played as 
a double round robin. 

• 23 registered players (11 starting players and 12 reserves on the bench I 

• Maximum of 3 substitutions per match 

• A red card results in a sending-off. 

• Two yellow cards in one match results in a sending-off. 

• Cumulative cautions (Two yellow cards or one red card result In a ban from 
the next match.) 

• No extra time or penalty shootouls. 



The International League 
Formation Setup 

Before a match, you con save a formation under "Formation" in 
Ihe main menu. You can also make all future matches start with 
Ihe same formation by going to "Pause Menu" > "Slock Current 
Formation" > "Slock" during a match This Is the same as using 
"Stock Current Formation' on the setup menu before a match. 
• When more than one person is ploying the game, the 
"Formation" option on the main menu Is not displayed. 

The Information Screen 

This screen shows the following statistics 



Common Icons 

These are the same in league Mode. Cup Mode and In Ihe Master league 







J Point drfferonot 
I Yellow cards 
1 Red cords 
[O] Victory 
fx] Defeat 
"A] Draw 



General Settings 

is where you can oiler various settings relating to the game environment 





This 



Injuries Set whether players can suffer (n|uries or not 

Accumulated Fatigue Set whether the fatigue of players who appear In o run of matches 

accumulates or if they fully recover between each match. 
Auto-Save Set whether game data is automatically saved after eoch match. (This 

is not an auto-sove of the Option file.l 
Change General 
Settings Set whether environment settings can be altered after the game 

has started. 
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HoW a knockout of league group cup tournament 

Playing wilti Friends 

You can ptay with up to 32 other people in the Konaml Cup 

and you can choose different styles of tournament. 



The International Cup 
Participating teams 
Tournament Style 



Miscellaneous 



32 national teams (choose any onel 

A first round, consisting of 8 league groups of 4 

teams each, and a second knockout round with 

the lop two teams from each of the first round 

groups llotal of 16 leamsl 

Extra time and penalties In the second round 

only. 

• Extra time follows the silver goal rule. For more 

information about the silver goal rule, see 'Extra 

Time Rules' Ipage 051 



The European Cup 
Participating Items 
Tournament Style 



Miscellaneous 



16 European national teams (any are selectable' 

A first round consisting of 4 league groups of 4 

teams each, and a second knockout round with 

the top two teams from each of the first round 

groups (total of 8 leamsl 

Extra time and penalties in the second round 

only. 

• Extra lime follows the silver goal rule For more 

information about the silver goal rule, see "Extra 

Time Rules" Ipage 05). 



The Africa / America / Asia-Oceania Cups 




Participating teams 


All teams from the respective areas 




Tournament Style 


Knockout tournament 




Miscellaneous 


Extra lime and penollles allowed 






• Extra time follows the silver goal rule. For 


more 




information about the silver goal rule, see 


'Extra 




Time Rules' (page 051. 
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The Konami Cup 
Participating Teams 
Tournament Style 

Miscellaneous 



Information Screen 

This screen shows schedu 



s. ra 



Free choice from national or club teams 

Choose between league groups or a knockout 

tournament. 

Extra time and penalties follow the same format as 

the International Cup for a league group tournament. 

or as the Africa / America / Asia-Oceania Cups for a 

knockout tournament. 



i and goal / assist rankings 




, team I 



General Settings 

Set up the environment in which games toke place Here you can change the group names 

and the names of the qualifying groups. 



Home and Away Format 

Home and Away format means that in a knockout tournament, each round consists of one 

home game and one away game. You can set Home and Away formal on or off for the Africa 

Cup. the America Cup, the Asia-Oceania Cup and the Konaml Cup tournaments. 

' the final round Is just one game, so does not have one home and one away game 

Away Gome Doubling 

Away game doubling may be used in a home and awoy format tournament If the outcome 
of both matches In a round is a draw, the points for the away games are doubled lo calculate 
the overall point difference H that still falls to determine a winner, then a decision Is made by 
extra lime and possibly a penally shootout. 
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Master League Mode 
In the Mosler league, you create and manage your own team with the aim of becoming 
the strongest team in the league. There are lour leagues, each spill into Division 1 [16 
teams) and Division 2 (8 teams), and you compete against computer teams (called COM 
teams) in a round robin tournament. Teams are promoted or relegated depending on 
their results, and high-performing teams are invited to take part in big tournaments. The 
Master league never ends. You can keep playing until your team gets to the level your 
ambition drives H to. 

The Points System ^^^^ 

Points are allocated for a match win or draw, and for outstanding performance in league 
or cup tournaments. Points can be used for acquiring players from other teams and 
paying your own players' salaries. In the game, the unit "P" Is used to indicate points 

Step up the Excitement at the WE Shop 

The WE Shop is the place to get customized functions that can make the Master league 

even more exciting. 

• Some functions can only be used when starttng a new game. See page 49 for details 
about the WE Shop. 

Master league Tuning 

This odds an "Edit" function to the team selection screen which allows you to alter the 

league by choosing which teams join or by storting from Division 1 for example. 

Initial Master league Points 

This allows you to change how many points you start the Master league with 

Players Buy a new ptoyer to be added to the transfer market. 

Team Buy a new team to odd o group of new players to the transfer market. 

• Purchased players appear os newcomers (unregistered) during off-season (week 37). 

Changing the League Names 

In Edit mode, you can change the names of the four leagues 

Starting Players 

Master League Default Players 

Start with common players, whichever team you choose. 



Match Mode Players 



Create Originol Team 



Stort with the original members of the team used in Match 
Mode. 

Creole your own personal team to start with. You can 
swap up to three players, but you cannot odd players 
created In edit mode to the rosier 



Team Selection 

Select which team you will use 

• You cannot do this if you created a new team to stort with 



League Selection 

Select which league your team win |oin. The composition of the 
team will change depending on the league You will start from 
Division 2 in your chosen league 



Editing the League 

I you purchased "Ml league composition" at the WE Shop, you 
an edit which teams participate in the league. You cannol 
i this once games have been played 



(Over 

! game ends under the following conditions: 
» Your team's points fall below zero. 

• The number of players In your team falls to 15 or below. 

You must pay your players' salaries all together in the last week of the season (week 44), 
so be careful that your points total is not less than the totol amount of all your players' 
salaries in the last week of the season. 

• You can check your points and the total salaries of all your players on the main menu. 




The Main Menu League Position 



Accumulated Points and Total Mayers' 

Safari* 

A red indicloi means that you do not have 

enough points for the coming season's 

payments 

Menu Icons 

Move the cursor over the corresponding 
icon to progress to the next match (week) or 
to check various Information. 
■ "Edit Team* and "General Settings / Game 
level" are only available off-season, 

Season (Year) and Current Schedule 



Schedule 

From the top down, these are last week's results, this week's schedule and next week's 
schedule The "Cup Icon" Is displayed when there are matches other than league 
maiches playing in the same week. The "Negotiation icon* is displayed when there is 
the possibility of a negotiation. 
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Tournament Rules 

Conditions for Promotion / Relegation 

Promotion or relegation depend on a team's position In the league over the yeor. The top 

two teams in Division 2 are automatically promoted to Division 1. and the bottom two 

teams ot Division 1 are correspondingly relegated to Division 2. 

Conditions for WEFA Championship Entry 

• league Division 1- Positions 3-6 4 Enter from the qualifying group 

• League Division I: Positions 1-2 4 Enter from the first round 

'> 
Conditions for WEFA Masters Cup Entry 

• Cup Division V Victory (But entry into the WEFA Championship takes precedence! 

• WEFA Championship qualifying group: Position 3. 

• WEFA Championship first round: Position 3 or 4. 




Player Improvement / Decline 

As each season goes by. players get older ond their abilities change. How a player Improves 
and declines vanes with each individual player, bul you can check a player's parameters on 
the "Development Sheet' Ipage 401 

Development Players gain experience with each match 

they appear in, and with the training they do 

off-season When a player's experience 

reaches 100%. their ability level will increase. 

The names ol players with experience points 

are displayed in yellow. 
Doclino The parameters of players who have aged 

and passed their peak will start to decline. 
Retirement When players reach retirement age. they will 

make an announcement mid-season. When 

the season ends, the player will be removed 

from the roster 

• You connot prevent players from retiring. 
Rebirth After a player has retired, they will be 

"reborn* as a new player The time between 

retirement and rebirth is not fixed 





The Locker Room 



Opponent Data 

This displays the formation, starling line-up. key players and strength comparison of the 

opponent In an upcoming mafch, 

Match Analysis 

This displays analytic data obout post matches such as patterns of wins and defeats 

Formation 

Here you can set up your team formation or change your registered players You connot put 

players In a match if their names are daikened out. 

Non-selectable Players 

• Players whose cumulative cautions have exceeded the regulated level. 

• Seriously injured players. 

• Players called to represent their couniry. 

• Players on loan. 

Before a match, you can save a formation under "locker Room" > "Formation" You can also 
make all future matches start with Ihe same formation by going lo "Pause Menu" > 
"Formation" > "Stock Current Formation" dunng o match. This Is the same as using "Slock 
Current Formation" on the setup menu before a match 



Calendar 

This displays match fixtures ond results. 



Home Points 



Away Points 
O = Victory X = Defeat 

When the total points are the same, a winner is decided according to Ihe icons displayed: 

still no winner fpvl still no winner 




H 



Decide by away 
doubling. 



Decide by extra 

time. 




Decide by 
penalty shootout. 



[ 
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League Information 

This displays tnfomiaiion about league matches In your division. 

Rankings table 

TWs shows Information such as ranking and points. After the league tournament, this is 

where you can check the MVP. the lop point scorer, and the top assister. 

Team Information 

This shows Information such as each team's results, player status, average ranking and 

number of goals / assists. 



Mildly injured player I <«J Player on loan 




Goal /Assist Ranking 

This shows the number of goals and assists from Ihe top goal-scorers and assisters. 

Cup Irrformation ^^. " 

This displays information about running cup tournaments. 

It more than one cup tournament is taking place at the same time, you can switch 
between different toumomenl information on each screen. 

Ranking Table / Match Toole 

This shows information such as ranking and points After the league tournament, this is 

where you can check the MVP. Ihe top point scorer, and Ihe top assister. 

loom Irvrormatvori 

See "leogue Information". 

Goal / Assist Ranking 

This shows the number of goals and assists from Ihe lop goal-scorers and assisters in 

the cup. 

WEFA Ranking 

This shows the ranking after each team's victories and defeats hove been converted into 

points. 

Team Ranking 

The WEFA ranking Is updated four limes per season (in week 8. week 16. week 28 and 

week 361. 

League Ranking 

This is determined by Ihe results of Ihe WEFA Championship and Ihe WEFA Masters Cup. 

It changes once per season. 



Master League Mode 



Records Room 

This is where Ihe combined lolal of all past results is displayed. 

Goal /Assist Ranking 

This shows information such as ranking and points. After the league toumomenl. this is 
where you con check Ihe MVP. the top point scorer, and Ihe lop assister 

Point Ranking 

This shows a ranking of the best players for each position out of all the players participating 

in the league 

MyBestBeven 

Save your current players. You can also load match data and view past elevens. The saved 
data can be used in Match Mode and Training Mode as "Master League Special Team" data 

Season Results 

This allows you to check the season's results and which players performed excepticnuilv m 

Ihe matches. 



\*± MVP 



(Sj Topscomr 



;> Top assister 
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Negotiations 



To ocquKC a new player, you most negotiate directly with ihal player and with their current 
team. You win also need to renew contracts with players on your own team. You're not the 
only one who can initiate negotiations: youll find that offers come in from COM teams as well 

Rules tor Negotiations 

• There are 2 time periods for negotiations: mid-season (weeks 16-19) and off-season 
(weeks 37 - 431 

• You can carry out up to S negotiations per week. 

• You can't negotiate If the number of players on your team will increase to more than 32 

• You cant release a player if it win lake your number of team members down to less than 16 

• You can't negotiate for a player that is on loon 

• Contracts for players 32 years old and above are limited lo 2 years 

• Contracts for players 35 years old and above are limited to 1 year only. 

Row of Negotiations 
Applying for Negotiations 




U Search ^^ 

Decide on the player you want to acquire. There are 5 different ways to search 



Quick Search 

This automatically displays the most skilled players you can 
acquire with your current points Recommended for beginners 
who aren't yet sure which player it's best to go for. 

TalontSeorch 

Specify the learn position, personality and special skills you 
want from your new player lo view a list of possible 
candidates. A good method If you're trying to strengthen 
your feom. 



Advanced Search 

Specify vanous requirements such as skills and special characteristics to view a list of 

players that fulfill them Recommended for advanced players with plenty of knowledge. 

Select by learn 

View a fist of players from o specified team. You can also view lists of the following types 

of ployers: 

| E | Created players 

J New players, not yet affiliated to any team 

| O | Players belonging to teams outside the Master league 

Show Al Players 

View a list of all available players. 
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KJ Apply for Negotiations 

Select the player from youi search results rliai you would like lo 
acquire, and then choose how you woukf like to negotiate for them 
Players whose names are darkened cannot be negotiated with. 




Negotiation Type Description 



Negotiation ferms 



Transfer Used to negotiate for a player already in a 

team Ybu w* need lo pay Transfer Points lo 

I the team In question, and speafy the contract 

period In terms of number of seasons. 

Trade Used to swap player for player Negotiations 

can loke place with players that have 6 
months or more left with their current team. 
You will have lo pay Transfer Points 
corresponding to any difference In abilities 

Loan IJsedtoocrjulrcaptayorfwaSmrtedperlodof 

time Negotiations con lake ptoce with players 
that hove 12 months or more toll with their 
current team. The loon period Is divided mio 
one week units, and it cannot overlap seasons. 

Renewal Used when the contract of a player on 

your own team has expired. You can 
extend their contract into the next season 

Contract Used to acquire created players, new 

players and plovers with no team due lo 
contract expiry You can find new players 
and ployers with no team in the Unploced 
Players List In Search > Team Based 
Selection. Created players can be found in 
the Created Players list, also in Search > 
Team Based Selection 

KJ Decide on Terms 

When you've decided on your negotiation type, a screen will be 
displayed on which you must confirm the terms. II the details are 
correct, press OK. You can cancel negotiations if the week has not 
I begun. 



final Confirmation 
You can check the details of negotiations mode In the same week 
by looking at the Balance Forecast, tf you want to make changes 
i any terms, select the player in question with the A button. Be 
I not to let your points fall lo below zero, otherwise Ifs 
iOver. 



Transfer Points 
Annual Salary Points 
Contract Period 

Trade Player 
Transfer Poinls 
Annual Salary Points 
Contract Period 

loon Transfer Points 
Loan Period 



Annual Salary Points 
Contract Period 

Annual Salary Points 
Contract Period 
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Master League Mode 
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Q Pfayer Response 

You will gel an answer bock from Ihe other learn the week oftef 

proposing your negotiation. 

Rod: Results of negotiations (or players on other teams 
Blue: Results ol offers on players In your own team 



Q Transfer 

Successful transfers will go ahead in Ihe week the negotiations were mode 

Payment of Points for Successful Negotiations 

Transfer Points: Paid when the player joins the team 

Annual Salary Points: Players that join Ihe team mid-season (between weeks 16 ond 19| 
are paid salary points for hall a year (Annual Salary Points + 21 
Players acquired off-season are paid a full year's Annual Salary 
Points during the last week of season (week 44) 



When an Application for Negotiations is Received 



U Offer Notification 

If a COM team wishes to negotiate for one of your players. 

you wi be notified of their offer at Hie beginning of the week. 





Q Confirmation of Terms tf ■■, 

Select players you've received offers on under My Team to 
view details of the negotiation terms. If you have offers for the 
same player from more than one team at once, use the 11 
and Rl buttons to switch between them. 



tj Respond 
Accept or Refect offer. 

D RnoJ Confirmation 

You can check the details of negotiations mode m the same week by looking at the Balance 
Forecast. If you want to make changes to any terms, select the player in question with the 
A button Be careful not to lei your points fad to below zero, olherwise it's Gome Over 



Master League Mode 



Renewal Application 

At the start ol off-season (week 3/1. you win automatically receive renewal offers for players 
whose contracts have expired You can check on the terms under Negotiations > My Team. If 
you select Don't Renew here, the player in question will be dropped from the team If the 
number of Annual Salary Points you offer Is not sufficient, the player may choose to turn down 
your contract renewal request II this is not resolved by week 43. your negotiations have lailed 
and the player will be off your team 



Releasing a Player 

D Select a Player 

Select the player you want to release under Negotiations > My Team 
You can only release a player during the negotiation periods: 



Doddo Course of Action 

Dismiss the player immediately. You wiD have to pay Penalty Points for the remainder of their 
contract period. If it is mid-season (between weeks 16 ond 191, you wi receive a refund of hoH a 

it's Annual Salary Points, 
Put up for Transfer. The player will remain a member of your team, but wiR also i 
r lists thus Increasing the likelihood of receiving an offer from another team. 




loppeorm 



Symbols Used in Player List 

When corrying out negotiations, the following symbols may be displayed before a 

player's name. 

(Green arrowl Player in transfer negotiations 

(Green arrowl Player on own team in transfer negotiations 

(Blue anow) Player In toon transfer negotiations 
|^)| IBlue arrowl Pkryer on own team in loan transfer negotiations, or player already on loan 

Player In trade negotiations 
1^1 (Grey onowl Player under contract renewal 

(Red arrow) Player In contract negotiations (unplaced/new player! 

Player on own team up for transfer 

Players whose names are dorftened cannot be negotiated with. 

Using Players Created in Edit Mode in the Master League 
You con register players created in Edit Mode in the Master League. 
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Training Mode 



1 



Restrictions on Newly Created Players 

a) The registered age musi be 17 

b| A created player that has been a member ot a team will be stocked In the Master 

League save data. Any subsequent changes made to the player in Edit Mode will not 

be reflected in the Master League 
c} You can slock up to 32 created players in the Master League game data 
d) It an acquired created player Ls dropped from the team, all of their records lability 

changes through development and decline, ranking stats, etc.) will be wiped. 

Restrictions on Created Players 

the following details on created players will not be reflected in the Master League. 

• (Basic Settings) - Age 

• [Abilities] 



Edit Team 



Edit Jersey Number. Edit Ihe jersay numbers at your players 

Create Team: Decide on Ihe details ol your learn for next season. Including dub leom name. 

Irip and emblem. See page 45 for more information 

ou can onty select Create Team off-season 



General Settings 



Choose the settings tor your gome 

Game Level 

Set the difficulty level for the entire Master League. Including COM team level, negotiation 

success rale and movements in Ihe transfer market 

• Once a game has started, you can only change its level during the off-season period 



Conditioning / Team Training 



During the season, you can hold Inlra-team proctice games to condition your team. 

• No matter how many times you do this in one week, the results will not change. 

• Ihe conditioning is not complete until "OK" is displayed onscreen 





Training 

Use ihe off-season period to build up your players ready for next 

season Choose between individual training and team training 

There ore 9 different areas altogether, and you'll see a change In the 

ability levels of players that lake part and dear each one. 

You can check on the results after framing on the Experience Screen. 

• The clear conditions are different depending on Ihe type of training. 

• No matter how many limos training is cleared in one week, the 
results will not change. 

• When a player's Experience reaches 100%. their ability level 
Increases 

• The homes of players that have acquired Experience are displayed 
in yellow- 

• The improvement of players in a period ol decline is less than that 
of normal players. 

• Experience m Shoot Training is awarded to players selected os 
shooters lit does not go to passersi 



Development Sheet 



Refer to this to check on a player's development and decline since 
Joining the team. The red line on the graph shows the player's Ideal 
pattern of Improvement Their actual development Is plotted with Ihe 
blue line 



Training 



Free Training 

General Settings 

I whether fouls will be called or not. 

Offskte 
t whether offside calls will be mode or not 

/ Comer Kick / Throw In 
Ihe side on which the game restarts on a goal kick, comer 
kick or throw-in after the ball goes out of play 

Ptoy Again Interval Setting 

This allows you to set the interval at which you would like to 

perform the Play Agoin Retry function 



Squad Games 

To play an intra-leam proctice game, enter the Formation Settings Screen from the Pause 
Menu and press the START button to switch control to Ihe away team side. Choose 
Participation from the menu and selecl players you wont to toke port in the match by 
moving ihe cursor over them and pressing ihe A button. Press the A button ogam to 
remove the player from the learn When Ihe settings are complete and you cancel pause, 
the selected players will enter the pitch and begin practicing 





Situation Training 



erve guidance in practicing the vanous techniques that are 
In real match situations 
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Training Mode 



Challenge Training 



this mode allows you lo have fun while learning the controls used 
in Ihe game Eoch event is divided into levels. Beating the large! 
score for a level will allow you to proceed to the next level 
Achieving a high score will qualify you for the rankings. Clear 
progress and rankings data can be saved. By loading this data 
IChallenge Dotal, you can compete to break your previous 
records ITumlng the Auto-Save setting on the Options screen to 
ON will cause data to be saved whenever a new record is sell 

Original Dribble Challenge j, ; . 

This mode con be unlocked by exchanging WEN accumulated dunng the game at the WE 

shop. It allows dribbling courses to be edited and used for practice. 

You can save courses you moke lo your Xbox hard disk. 




Beginners Training 




Training for those new to the game. Gel hlnls on basic game 
techniques and rules, and practice using them. 



Controls 




Provides explanations of the game's basic controls. Press Ihe 
buttons as Indicated to learn the controls ^^ 



Saving in Training Mode 

General settings for Free Training and Challenge Training are saved in the "Winning Eleven 8" 
options file Cleared Challenge Training and rankings will be saved to a "Challenge Training" 
save on Ihe Xbox hard disk. (You can set up auto-save in the Challenge Training Options Menu). 

Original Dribble ChoHenge 

You can load Master league Special Team data and Master League data when taking part In 
Challenge Training and Original Dribble Training 
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Edit Mode 



] 



hi this mode you con regisiei created or modified players, as well as alter team Hogs, 
strips and names This is you can copy created player data and 

edited team data from friends 

Edit Player 

lis allows you lo alter plciyn « h as Ihe player's 

name and appearance, and also lo cieale a new player or 
delete an existing one 





Settings 

Player Name 

All settings related lo the player's name. 

Player Name: Enter the player's name 

Commentory Name: Select ihe name used by the commentator during matches to refer 

to the player When Jersey NumbQf ■■ vl^.ted. Ihe commentator will refer to Ihe player 

by number 

Strip Name: The name printed on Ihe player's jersey. 

his allows you lo sei up a player's suitability for each position The position shown 
gainst players wlio are skilled In more than one position will be the one set up under 
-glstered Position Players placed in positions Ihey are not suited to will perform badly. 

Nationality 

This sets Ihe player's nationality Only available lor players who 
i not part of a nationol team 

sk Settings 
Various fundamental settings for Ihe player 

Appearance 

This is where to sel up Ihe player's appearance 
Head: The players facial appearance and hoif style. 
Physique: Height, weight, etc 

> Hfc Length ot socks and sleeves, etc 
Boots: Type and color of spikes, etc. 
Accessories: Decide whether the player has o wristband or taping 

AbWtKB 

Decide what abilities the player has 

AbMNis 

what special abilities the player has 
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Edit Mode 



- 



alion lor 



Creating and Deteling Players 
Creating a Player 

to create a new player, select Edit Team, and then choose an empty Unregistered locatl 
your new player At first the player's name and nationality will be blank. Fill in all the necessary 
details to create your player. Alternatively, you con select Base Copy to create a new player 
based on the settings of an existing player. Alter moking the settings, select OK and your 
player will be stocked in the location you chose Once you've registered them in o team with 
the Player Registration option, your player Is ready to appeor in a match 

Deleting a Created Player 

After choosing a created player, select Delete from the menu to remove that playefs data 
You cannot delete players who are registered with a team You must dereglstef the player first 
through Player Registration before deleting. 



Using a Created Player in the Master League 

See "Master League / Using Players Created in Edit Mode in the Master league" (page 391 for 
more details. 



Player Registration 

Change the members of a national or club team. 







Registration 

National leom 

i From the Player Registration screen, select the national learn to register the player with. 

1 Move the cursor over the player to be removed from the national learn and press the 

A button 
3 Setecl the player to register from the list Press the A button to finish the registration. The 

player is now able to appear In matches 

Club Team 

1 From the Player Registration screen, select the team of Ihe player you are registering with 

o club. 
2^ Align Ihe cursor with the player you wanl to register and press the A button 
3. Select the team you are registering with. Press Ihe A button to finish the registration 

The player is now able lo appear in matches 
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Edit Mode 



Edit Team 

This allows you lo alter things such as a loam's name, strip and flag Any changes 
made here are reflected throughout the entire game 





Formation 

After the team's tactics and formation 

TcomName 

Enter o new name for the team 

Strip 

Edit the teom strip 

• Home strip / Away strip / Goalkeeper's 
home strip / Goalkeeper's away ship 

Set the color and design of the shirt, shorts 
and captain's moik 

• Strip nomo (common to oil strips) 
Strip name: Choose whether or not the 
stnp hos a name, and set the typeface and 
color it is wnlten In 

Jersey Number: Set the typeloce ond color 
of the number on the back of eoch player's 
lersey. 

Shorts Number Choose whether or not 
each player's number is displayed at the 
bottom ol their shorts, and sol Ihe typeloce 
ond color It Is written in 
Chest Logo: You can place some text or a 
motif you have created on Ihe hont ol the 
stnp This is only possible lor club teams. 
> national teom strip has the national 
ion the front 

M / 2: You can use up to two motits 
i hove created in the pixel editor it is 
! to change the color for eoch type 
of strip 

text 1 - 4: Enter text in the lont style and 
size of your choice You con have a 
maximum of lour pieces of text n is 
possible lo change the color lor each type 
• strip 



Position: Adiusl the position of emblems, 
motifs ond text on the strip You con oteo 
switch ihem off so they are not displayed. 

I lag 

Change a club's flag or create a new Bog. 

Emblem 

Change a club's emblem or create a new 

emblem 

Shared Stock 

You can Creole a combined stock ol up lo 
6"! dogs and emblems You can delete 
flags and emblems, but any teams using 
Ihem will bo lorcod back to the default Hog 
or emblem 

Fkig / Emblem lnteixhangoab*ty 
You con use any flag as a team's emblem 
and any emblem as a leom's Hog. 
Including Ihe default flogs and embtoms. 
To use on emblem as a team's Hog, you 
must set the base flog type and color 
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Edit Mode 



Pixel Editor 

This allows you lo draw dweclty on the 64 x 48 pixel grid (32 x 32 pixels lor molifsl using 
the pen. hne and fill tools when creating your flag, emblem or motif If you mark out the 
boundary of Ihe orea you want to edit from the main menu's Work Area option, the tools will 
only have an effect within that area The flip, rotate, copy & paste and cut & posts tools also 
work by specifying the area to work with m the same way Transparent pixels are shown as 
Hashing color. 



The Screen 

The three letter team code 

Current flag 
Main menu 

Submenu 
Color 
m to Window 




Flag / Emblem / MotH 
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Tool Hints 

You can re-edit flags and embk hot Ware created in the layer editor using Ihe pixel 
editor Equally, you can re-edll flogs ond emblems that were created in the pixel editor 
using the layer editor Use the two tool:; together to improve your designs 



Examples 

• Create the basic form ol a flag or emblem 
In Ihe layer editor, and then polish ii up In the 
pixel editor. 

• Use an emblem created In the pixel editor 
as an element In a flog lhat you creoi. 

the layer editor. 

Motifs can only be edited In the pixel editor 

Supporters' Colors 

Change the team's image color. This is live 

color used for supporters' clothes and 

banners 

Stadium 

> Ihe team's home stadium 

Edit Jersey Number 
Set the number used by Ihe player If another 
player In the team already hos that number, 
the players will switch numbers 

Edit Stadium 

Change Hie stodium name 

Edit League Names 
Change Ihe league names used in league 
Mode or Master leogue Mode- 
Manage Saves 
Save, load or copy the Option File 

Option Fee 

Save any changes mode to the settings In 
Ihe Option File, or load edited data from the 
Option File 




Saving 

After resetting your console, copied data will 
be losl. Always save the Option File after 
copying data. Even after a reset, the game 
con be continued from the point where it 
was saved by loading Ihe Option File 



A 
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Options 



WE Data Control 

Here you can change the Option File's 
toad/Save settings. You can also 
compact the WE series data. 



WE Shop 




The points called WEN that you acquire dunng play can be used 
lo unlock the bonus items listed below. 



Cursor Nome Entry 

Change the Cursor Names used in the 
game. You can also save these changes 
to the Option File 

Sound Setting 

Here, you can change ibe sounds 
produced in the matches 



Option File 

Auto Save 

Toggle between ON/OFF for the outosove 

function Take note that this does not 

come Into effect if the Option File is not 

loaded or saved 

Lood Option FBa 

This loads the Option File. Current settings 

will change to the ones in the boded file 

Save Option File 

Use this to save the current settings 

Copy Saved Data 

Data can be copied between hard disk 
and memory units or between two 
memory units 

Detote Saved Data 

Delete saved data from the hard disk or 

memory units 

Button Configuration 

Configure the buttons and controls to be 

used in matches. 



Museum 

Come here lo view team championships, replays, and game credits 



Victory Data 

View the trophies you have won You can also watch o replay of the award ceremonies 

and celebrations 

Replay Playback 

View any of the replays that you have saved 

Credrb 

The people who brought you WINNING ELEVEN 8 



the Image position on your television or monitor 




ir»g WEN 

Master League. League and Cup modes 

• Clear CI ■ lining tests. iFjrcepl for the Original Dribble 
Challenge, points are acquired when regular challenge skill 
levels ore clearr.-dl 

• Wlien you are listed on all the Challenge Training Rankings 



WIN Notification 

Toggle the notification that appears whun WEN is awarded 

WrWAutosove 

Activate autosave in the option file lo automatically save WEN when you acquire it 
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Game Screen 
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Save 



] 



During The Match/Game Screen 

Display settings can be altered by selecting 'Change Display" from the Pause Menu 



Saving 



IVTrw r**t» 




Adjusting the Attack/Defense Level 

White button + Right trigger Increase the attack level 

While button + Left trigger Increase the defense level 



Other 




A 



Ptavers who have rvcwved yetow cord* 

The number over the cursor will be displayed m yetow tor players who have received a 

yellow card 

Power gouge level 

A level Indicaior appears behind the power gouge when taking tree kicks ond comers 

Play on 

When a learn K touted, bul In the referees ludgmenl the team is In a better position it the 

gome Is not stopped toi a free tick, play will be allowed to continue 

Pteytr being, treated 

This icon Is displayed while a player B oft the pilch 

Player being treateoW 

The Icon Is displayed while a player Is oil the pilch 

the gome. 

Fro* Uck type 

Direct Iree kick 



Free kick type 
indirect hee lock 



Penalty Kick Matches 

1 Kicker 

2 Position. Prayer. Number. Player name, Height, Age 

3 Goalkeeper 
-s Score 
S Team flag 




Game settings and progress In each Game Mode can be saved to the Xbox hard 
disk or Xbox memory unit. 



To save data, the following available space is requited 

Space required to save data on memory card (8M8!(for PtayStation$2) 

Options FHe 82 blocks or more 

Master League Data 51 blocks or more 

Cup Data 36 blocks or mote 

league Data 36 blocks or more 

Challenge Training Data 7 blocks or more 

Original Dribble Challenge Data 8 blocks or more 

ftxmatton Data 5 blocks or more 

Replay Data 22 blocks or more 

Master League Player Team Data 6 blocks or more 



i the exception of the options file, you can select the Save ILoodl option from the 
nu to go to the Save ILoodl Screen Select the dato you wish to load or the place where 
i wish to save the data with the directional pad, and press the A button to confirm 

i can only save data to an empty slot or a slot containing the same kind of data if you 
wish to save to a slot lhat contains different kind of dalo. you must first switch to the 
delete mode to remove the old data before saving the new. Press the X button to switch 
between the save and delete modes, and the B button to return to the previous screen. 
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Save 

Saving 

Option Rte 

Although It is possible to play Ihe gome without the use of on Option File, it contains 
saved game environment settings, cup data, edited data and other parameters, so 
saving on Option File Is recommended. 

Auto Save 

In order to outosave League Data. Cup Data, and Moster League Data, first make o 
manual save to activate Ihe autosave The gome includes two aulo-save options: Option 
File Auto Save and Game Data Auto Save (league Data, Cup Data, and Master league 
Data. Challenge Training Data, Original Dribble Challenge Data). Note that different data 
is saved in each of these cases Option File Auto Save can be turned ON/OFF from the 
Game Options screen or with the Option File Settings in Edit Mode Game Data Auto Save 
can be turned ON/OFF from each game menu. 

Copy Saved Data 

It is possible to copy data saved in locations 1 to 35 to another location, os long as that 
location is either empty or contains Ihe same type of data. To save dalo over a different 
type of data. Ihe unwarned data must first be deleled In Delete Mode before saving the 
new data, location 36 is used for the Option File and cannot be copied. 

Delete Saved Data 

Delete data saved in localions I to 36. [The Option File can also be deleted! 



I 



